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game 



(57) In a game system for use in a card game by 
using a plurality of cards which individually have prede- 
termined ability points, a plurality of competition envi- 
ronments are prepared to change the ability points from 
one to another at every one of the competition environ- 
ments. Each of the competition environments is deter- 
mined by a field card. To this end, the game system has 



a storage device which stores the ability points varied in 
dependency upon the competition environments. The 
ability points of each card is stored as attack and 
defense ability points different from each other and var- 
ied by the competition environments. Any other cards, 
such as magic cards, trap cards, may be prepared. 
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Description 

[0001] This invention relates to a computer-readable 
storage medium, a storage device each of which stores 
a card game program of a card game played on a com- 
puter system, and a game device which can enjoy the 
card game in accordance with the card game program. 
[0002] In general, a card game has been proposed in 
U.S. Patent No.5,662,332 (will be simply called Refer- 
ence hereinafter) and might be enjoyed or played 
among players by alternately putting each card on a 
playing field. Specifically, disclosure is made in Refer- 
ence about the card game which prepares various kinds 
of cards which have abilities, roles, and attributes differ- 
ent from one another and in which a predetermined life 
point is assigned to each of the players. During the card 
game, each player alternately places the cards one by 
one on the playing field. Thus, the card game is progres- 
sive or advanced until the predetermined life point 
assigned to either one of the players is reduced to zero. 
Such a card game is named "Magic the Gathering" and 
has been widely sold. 

[0003] As mentioned before, the cards which are used 
in the card game are classified into a plurality of species 
on the basis of the attributes, the abilities, and the roles 
given to the cards. In addition, the cards can be pur- 
chased, supplemented, or exchanged individually or in 
a set. Therefore, each player does not have the same 
cards in this card game. 

[0004] Under the circumstances, it is possible with this 
card game not only to capture or awaken a different 
interest and a variation in dependency upon the cards 
which are held by the players but also to enjoy a collec- 
tion of the cards. 

[0005] Furthermore, Reference suggests that the pro- 
posed card game can be executed on a computer when 
the card game is formed by a software program. 
[0006] However, the card game must use a very wide 
variety of cards which have different abilities and 
attributes and must be executed in accordance with a 
very complicated rule. This shows that amateurs and 
children can neither simply enjoy nor be familiar with the 
card game. Accordingly, the card game is very popular 
only among game mania who are experts for the card 
game. 

[0007] Taking the above into consideration, it is readily 
understood that an increase of customers or users for 
the card game can not be expected, even when the card 
game proposed in Reference is realized by the program 
as it stands. This means that it is very important that the 
card game rule can be simplified without spoiling every- 
body's fun, when such a card game is realized by a pro- 
gram. 

[0008] On the other hand, a lot of game manias tend 
to demand or direct more interesting and high functional 
games. In order to respond to their demands, one way 
would be to complicate a rule of the card game. How- 
ever, such complication of the rule can not attract an 



interest of children and amateurs except the game 
manias, as already mentioned before, and results in 
impeding popularization of the card game. At any rate, it 
is preferable that such a card game can be enjoyed by 
5 various people, such as children, amateurs, and 
manias. 

[0009] It is an object of this invention to provide a com- 
puter-readable storage medium which stores a compu- 
ter readable software program for a card game enjoyed 
10 among a wide variety of people from amateurs to 
experts. 

[0010] It is another object of this invention to provide 
a computer-readable storage medium of the type 
described, wherein the program can does not need to 
is complicate a card game rule. 

[001 1] It is still another object of this invention to pro- 
vide a computer-readable storage mediorn of the type 
described, wherein the program can draw the interest of 
the players by varying game environments of each card 
game and by changing strength of each card in accord- 
ance with each game environment. 
[001 2] It is yet another object of this invention to pro- 
vide a computer-readable storage medium of the type 
described, wherein the program can enjoy more inter- 
esting card game by realizing different operations on 
attack or defense. 

[0013] It is another object of this invention to provide 
a memory which stores data peculiar to the above-men- 
tioned program. 

[0014] It is another object of this invention to provide 
a game device which can play the above-mentioned 
card game. 

[001 5] According to an aspect of this invention, a com- 
puter-readable storage medium is for storing a program 
which is readable by the use of a computer to execute a 
card game composed of a plurality of cards. The cards 
have individually ability points different from one 
another. The computer-readable storage medium com- 
prises a card storing portion which stores a plurality of 
field cards each of which defines a competition environ- 
ment different from one another and a list which stores 
the cards having ability points varied in dependency 
upon the competition environments determined by the 
field cards. The program comprises the steps of deter- 
mining each competition environment on the basis of 
the field cards and executing the card game with refer- 
ence to the ability points of each card under each com- 
petition environment determined by the field cards. In 
this event, the cards are selectively used as an attack 
side and a defense side and the cards have, as the abil- 
ity points, attack ability points and defense ability points 
used as the attack and the defense sides, respectively. 
[001 6] Inasmuch as the attack and the defens ability 
points are varied in dependency upon the competition 
environments, the card game becomes more interest- 
ing. 

[0017] In addition, the program may comprise the 
steps of detecting a specific combination of the cards 
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and generating a new card which is different from the 
cards used in the specific combination. 
[0018] According to another aspect of this invention, a 
storage device is for use in a card game played between 
players by putting, in a predetermined area, cards which s 
have individually ability points. The storage device com- 
prises a storage area which stores the ability points var- 
ied in dependency upon competition environments. 
[0019] According to still another aspect of this inven- 
tion, a game system is operable to play a card game 10 
between players by putting cards which have predeter- 
mined ability points. The game system comprises stor- 
age means for storing the ability points of the cards 
which are varied under competition environments previ- 
ously prepared and different from one another, execut- is 
ing means for executing the card game under a selected 
one of the competition environments with reference to 
the ability points of the cards determined in the selected 
competition environment, a display unit for displaying 
results of executing the program in the form of an 20 
image, and input means for inputting command and 
data for the card game on the basis of the image dis- 
played on the display unit. The executing means may be 
operated in accordance with a program. The cards are 
selectively used as an attack side and a defense side 25 
and the cards have, as the ability points, attack ability 
points and defense ability points used as the attack and 
the defense sides, respectively. The executing means 
executes the card game with reference to the attack 
ability points and the defense ability points of each card 30 
which are varied in dependency upon the competition 
environments. The competition environments may be 
determined by a plurality of field cards. 
[0020] With this game system, it is possible to 
increase a variation of the cards without increasing a 35 
species of the cards. 

[0021] Moreover, the executing means processes a 
specific combination of the cards to produce a new card 
different from the cards of the specific combination. 
[0022] According to another aspect of this invention, a 40 
game system is operable to play a card game such that 
a plurality of the cards can be summoned in the playing 
field at each turn of the players. In this event, the game 
system may comprise storage means for storing the 
ability points of the cards which are varied under com- 45 
petition environments previously prepared and different 
from one another, executing means for executing the 
card game under a selected one of the competition 
environments with reference to the ability points of the 
cards determined in the selected competition environ- so 
ment, d display unit for displaying results of executing 
the program in the form of an image, and input means 
for inputting command and data for the card game on 
the basis of the image displayed on the display unit. The 
display unit may display a special card zone for locating ss 
a special card which brings about a predetermined 
effect. The predetermined effect is to temporarily pro- 
hibit attack/defense of an opponent one of the players. 



[0023] With this structure, it is possible to enjoy the 
card game which requires a wide variety of strategies 
and tactics. 

Brief Description of the Drawing : 
[0024] 

Fig. 1 A shows a schematic view for use in describ- 
ing a card game which is executed by a single 
player by the use of a portable game machine 
according to this invention; 
Fig. t B shows a schematic view for use in describ- 
ing the card game which is executed between two 
players by connecting, through a communication 
cable, two portable game machines according to 
this invention; - , ~ ~ " 

Fig. 2 shows a conceptional view for describing a 
computer-readable storage medium according to 
this invention; 

Fig. 3 shows a block diagram for use in describing 
the portable game machine used in this invention; 
Fig. 4 partially shows a table for describing cards 
used in the card game according to this invention; 
Fig. 5 shows an example of a field card peculiar to 
the card game according to this invention; 
Fig. 6 shows another example of a field card pecu- 
liar to the card game according to this invention; 
Fig. 7 shows an example of a special effect card or 
a magic card used in the card game according to 
this invention; 

Fig, 8 shows an example of a creature card or a 
monster card used in the card game according to 
this invention; 

Fig. 9 shows another example of another creature 
card or monster card used in the card game accord- 
ing to this invention; 

Fig. 10 shows a display image displayed on execu- 
tion of the card game according to this invention; 
Fig. 1 1 shows another display image appearing at a 
next stage following the stage shown in Fig. 10; 
Fig. 12 shows a next display image appearing after 
the stage illustrated in Fig. 1 1 ; 
Fig. 13 shows a start image appearing at a start of 
the card game according to this invention; 
Fig. 14 shows a display image appearing at a stage 
after the stage illustrated in Fig. 13; 
Fig. 15 shows a display image appearing when 
attack is selected at the stage illustrated in Fig. 14; 
Fig. 16 shows a display image appearing when 
defense is selected at the stage illustrated in Fig. 
14; 

Fig. 1 7 shows a display image for use in describing 
a fighting state of the card game according to this 
invention; 

Fig. 18 shows a flow chart for use in describing an 
operation of the card game according to this inven- 
tion; 
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Fig. 1 9 shows a flow chart for use in describing a 
processing operation carried out in the fighting 
state; 

Fig. 20 shows a flow chart for use in describing a 
processing operation carried out to determine wins 5 
or losses; 

Fig. 21 shows a display image for use in a game 
machine according to another embodiment of this 
invention; and 

Fig. 22 shows a flow chart for use in describing w 
operation of the game device illustrated in Fig. 21. 

Description of the Preferred Embodiments : 

[0025] Referring to Figs. 1A and 1B, two kinds of is 
game styles or modes are illustrated which can enjoy a 
card game according to this invention, by the use of a 
portable game machine 1 1 which is known in the art. In 
this event, it is to be noted that the card game in ques- 
tion is stored in a cassette 12 in the form of a card game 20 
program and that the cassette 12 has a computer-read- 
able storage medium for storing the card game pro- 
gram. In addition, the cassette 1 2 is set into the portable 
game machine 1 1, as symbolized by arrows in Figs. 1 A 
and 1B. 25 
[0026] In the game mode illustrated in Fig. 1 A, a single 
player alone can virtually play the card game with a 
computer equipped with a portable game machine 
when the cassette 12 is set into the portable game 
machine 1 1. In this case, the card game is progressive 30 
in accordance with the card game program stored in the 
cassette 12 and commands given by the player. The 
game mode shown in Fig. 1 A may be therefore called a 
single player game mode. 

[0027] In the game mode illustrated in Fig. 1B, the 35 
card game is played between the two portable game 
machines 11 which are operated by two players, 
respectively. As shown in Fig. 1B, both the portable 
game machines 1 1 are connected to each other through 
a communication cable 13. However, both the portable 40 
game machines 11 may be coupled to each other 
through an infrared ray. At any rate, the game mode of 
Fig. 1B may be called a double player mode. 
[0028] As illustrated in Figs. 1 A and 1 B, each portable 
gam machine 1 1 has a liquid crystal display panel and 45 
a plurality of operation and selection buttons to give var- 
ious commands to the portable game machine from 
each player or operator. As mentioned before, the port- 
able game machine 1 1 is equipped with the cassette 1 2 
which stores the card game program, when the card so 
game is executed. 

[0029] Referring to Fig. 2. description will be schemat- 
ically made about the computer-readable storage 
medium 15 held in the cassette 12 for a better under- 
standing of this invention. The illustrated computer- ss 
readable storage medium 15 is formed by a read-only 
memory (ROM) structured by a semiconductor memory 
and has a command area 151 for storing a sequence of 



commands for the card game and a data area 152 for 
storing a wide variety of data signals used in the card 
game. Furthermore, the illustrated data area 152 has a 
partial data area 1 53 for storing a data signals which are 
peculiar to the card game and which will be mentioned 
later in detail. The partial data area 153 will be also 
described in conjunction with the data area 152. 
[0030] Referring to Fig. 3 t the portable game machine 
1 1 will be described which can executes the card game 
with the cassette 12 outfitted into the portable game 
machine 11. The illustrated portable game machine 11 
itself is published in Japanese Unexamined Patent Pub- 
lication No. Hei 2-210562. namely, 210562/1990 and 
has a liquid crystal display panel (simply abbreviated to 
an LCD panel hereinafter) 21, a control panel 22 on 
which the operation and the selection buttons are 
arranged, and a central processing urift (CP0) main 
body 23. The CPU main body 23 is equipped through a 
connector 24 with the cassette 12 which has the compu- 
ter-readable storage medium 15 illustrated in Fig. 2. 
[0031 ] Specifically, the CPU main body 23 is provided 
with a CPU core 26, a port 27 between the CPU core 26 
and the control panel 22, a random access memory 
(RAM) 28 connected to the CPU core 26, and a read- 
only memory (ROM) 30 connected to the CPU core 26. 
The illustrated CPU core 26 is connected to a timing, 
address, and data buffer (simply called a buffer) 31 and 
is also connected to the connector 24 through a bus. In 
addition, a display driver circuit 35 is placed between 
the CPU core 26 and the LCD panel 21 and is con- 
nected through a display RAM interface 40to a display 
RAM 42 which stores image data, such as characters 
and items, to be displayed on the LCD panel 21 . 
[0032] Moreover, the illustrated portable game 
machine has a communication control portion 50 which 
is connected to the CPU core 26 and which includes an 
communication control interface. The communication 
control portion 50 is connected through a connector 
therein to another portable game machine, as shown in 
Fig. 1 B. Herein, it is to be noted that the ROM 30 stores 
an operating system (OS) for controlling the LCD panel 
21 , the display driver circuit 35, the communication con- 
trol portion 50, and the like. 

[0033] In Fig. 3, it is assumed that the cassette 12 for 
the card game according to this invention is connected 
through the connector 24 to the CPU core 26 and power 
is on or a reset operation is executed. Under the circum- 
stances, the CPU core 26 starts the OS stored in the 
ROM 30 and initializes the whole of the portable game 
machine. In this event, the card game program stored in 
the computer-readable storage medium 15 of the cas- 
sette 12 is developed into the RAM 28 and the display 
RAM 42. The RAM 28 is operated as a main memory. 
Thereafter, the CPU core 26 executes the card game 
program in accordance with the commands given by the 
player and displays image data on the LCD panel 21 . 
[0034] Practically, when the commands are given by 
the player with reference to the image displayed on the 
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LCD panel 21 , the display RAM 42 is accessed through 
the display interface 40 to read the characters or items 
corresponding to the commands. The characters or 
items are displayed on the LCD panel 21 . 
[0035] Referring to Figs. 4 through 9, description will s 
be made about cards which are used in the card game 
according to this invention. At first, the card game 
according to this invention prepares various cards of 
350 species each of which is composed of 99 sheets. 
Therefore, the total number of the cards is equal to 10 
34650. Card data related to all of the cards of 34650 
sheets are previously stored in the data area 152 of the 
computer-readable storage medium 15 but can not 
always be used by all players. In other words, only a 
restricted number of cards can be used in common to all is 
players, although the restricted number of the cards can 
be changed or increased when a predetermined condi- 
tion is cleared by the players. 

[0036] Under the circumstances, at least a part of the 
card data is transferred to the CPU main body 23 and 20 
stored in the RAM 28. 

[0037] Now, the card game according to this invention 
will be schematically described for a better understand- 
ing of this invention. In the card game, each player alter- 
nately puts each card on a playing field or a prescribed 25 
field defined on the LCD panel 21 . The card game is 
advanced in such a manner that a decision is made as 
regards strength and weakness of both the cards put on 
the playing field and a weaker player's life point is 
decreased. One feature of the card game according to 30 
this invention is that each player can designate an 
"attack" or a "defense" on each card arranged on the 
playing field of the LCD panel 21 and that such an attack 
and a defense can be also designated on one-to-multi- 
ple cards arranged on the playing field. As a result, var- 35 
ious competitions or matches, such as one to a plurality 
of cards, can be enjoyed in the card game. 
[0038] Another feature of the card game according to 
this invention is to prepare, among the cards of 350 spe- 
cies, six kinds of field cards which decide playing fields 40 
or competition fields defined in the card game. More 
specifically, the field cards according to an embodiment 
of this invention are composed of a forest card repre- 
sentative of a forest, a wilderness card representative of 
a wilderness, a mountain card representative of a 45 
mountain, a grassland card representative of a grass- 
land, a sea card representative of a sea, and a darkness 
card representative of a darkness. Consequently, each 
player can designate seven fields along with a normal 
field or a usual field. so 
[0039] Moreover, the remaining cards except the field 
cards are classified into creature or monster cards of 
300 species and rear support or magic cards of forty- 
four species. Herein, rt is to be noted that each of the 
monster cards has an ability and an attribute predeter- ss 
mined for each monster card and that each of the magic 
cards has a special effect on a specific condition deter- 
mined for each magic card. 



[0040] The abilities of the monster cards are specified 
by attack ability points and defense ability points. Still 
another feature of the card game according to this 
invention is that the attack and the defense ability points 
of the monster cards are varied in dependency upon the 
competition environments determined by the field 
cards. 

[0041] Referring to Fig. 4, illustration is partly made 
about a list of the monster cards which are individually 
given names particular to the monster cards in consid- 
eration of the attributes and the like of the monsters. 
However, the names of the cards in Fig. 4 are symbol- 
ized by A00 to J09 for brevity of description. As men- 
tioned before, three hundred species of the monster 
cards are practically prepared in the card game. 
[0042] As readily understood from Fig. 4, each mon- 
ster card has the attack and the defense ability points 
which are varied in each of the competition environ- 
ments. Thus, both the attack and the defense ability 
points may be collectively referred to as field ability 
points. In addition, it is to be noted that the attack and 
the defense ability points are different from each other in 
most of the monster cards illustrated in Fig. 4. 
[0043] The card list illustrated in Fig. 4 is stored in the 
form of a table in the partial data storage area 1 53 of the 
data area 152 illustrated in Fig. 2. This means that the 
partial data storage area 153 stores, as the field ability 
point data, the competition environments and the attack 
and the defense ability points. In other words, the field 
ability point data for the monster cards are stored in files 
(may be specified by mxxx) which are assigned to the 
respective monster cards and which are prepared in the 
partial data storage area 153 in the computer-readable 
storage medium 15. At the beginning of the card game, 
the files are partly transferred to the cassette 12 to the 
RAM 28 in the portable game machine and are stored in 
the RAM 28. 

[0044] As mentioned before, it is possible to make a 
fun of the card game by varying the ability points of the 
cards in every competition environment and by chang- 
ing the attack and the defense ability points from each 
other in each field. 

[0045] The cards enumerated in Fig. 4 can be used on 
an attack side or a defense side in alt of the competition 
environments which include the normal field. In this con-, 
nection, each player can play the card game by desig- 
nating either the attack side or the defense side. For 
example, the uppermost card A00 shown in Fig. 4 has 
the attack ability point of 3000 and the defense ability 
point of 2500 in the normal field but has the attack ability 
point of 3300 and the defense ability point of 2500 in the 
forest field. Likewise, the other cards have different 
attack and defense ability points in the different fields. 
[0046] As is apparent from Fig. 4, the cards include 
various types of cards. For example, a certain card has 
a high defense ability point when it is used on the 
defense side but a low attack ability point when it is used 
on the attack side. To the contrary, another card has a 
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low defense ability point on the defense side but a high 
attack ability point on the attack side. Thus, wide variety 
of ability points are allocated to the respective monster 
cards. Accordingly, the card game can be enjoyed in 
various manners without increasing the number of the 5 
monster cards. 

[0047] Referring to Figs. 5 and 6, the forest card and 
the mountain card are exemplified which represent the 
forest field and the mountain field, respectively, among 
the above-mentioned cards. When such a field card is w 
put in the playing field by a player, the competition envi- 
ronment becomes a field determined by the field card 
and the attack and the defense ability points of each 
monster card are changed in accordance with the field 
determined by the field card. is 
[0048] As will become clear as the description pro- 
ceeds, the competition environment is determined at 
random at the beginning of the card game. Thereafter, it 
is possible to determine the field by putting the field card 
in the playing field on a first attack side. so 
[0049] Referring to Fig. 7, illustration is made about a 
black hole card which serves as one of the magic cards. 
As mentioned before, such a magic card brings about a 
special effect which is assigned to each magic card. 
The special effect influences the monster cards in the 25 
playing field, the life points of the players, or the like. The 
black hole card shown in Fig. 7 can remove, from an 
image of the LCD panel 21 , all cards arranged in the 
playing field. As a result, the cards disappear from an 
image of the LCD panel 21 . 30 
[0050] Referring to Fig. 8, one of the monster cards is 
illustrated that is given the name of "elf" and that has the 
attack ability point of 400 and the defense ability point of 
300 in the normal field. 

[0051 ] Referring to Fig. 9, another one of the monster 35 
cards is named a guardian of wind, namely, a jinn and 
has the attack ability point of 700 and the defense ability 
point of 900. 

[0052] Referring to Figs. 10 to 20, description will be 
made about the card game according to this invention. 40 
As mentioned before, the card game may be played 
such that each player competes with the computer oper- 
ated in accordance with the card game program trans- 
ferred to the CPU main body or competes with the other 
player connected through the communication cable. 45 
[0053] At first, the cassette 12 is loaded into the port- 
able game machine prior to a start of the card game. In 
this event, the card game program is partially trans- 
ferred from the computer-readable storage medium 15 
to a predetermined area of the RAM 28. The following so 
processing is executed under control of the CPU core 
26 in accordance with the card game program, although 
detailed description will be made about the CPU core 
26. Therefore, the CPU core 26 may be called a 
processing unit or an executing unit for executing the 55 
card game program. 

[0054] In the meanwhile, the cards of each player is 
kept in a desired reservoir zone of the RAM 28 that may 



be referred to as a bag. In the embodiment according to 
this invention, it is assumed that the bag is previously 
loaded with three-hundreds (300) cards selected from 
the cards of 34650 at the beginning of the card game. 
However, it is to be noted that the number of the cards 
in the bag can be increased or decreased on the basis 
of competition results obtained by competing with the 
other player or players through the communication 
cable. In addition, the cards kept in the bag may be 
exchanged to the other player by communication. More- 
over, each initial combination of the cards (300 in 
number) in the bag may be changed at every one of the 
cassettes. 

[0055] At the start of the card game, the player who is 
possessed of the portable game machine selects either 
the competition with the computer or the competition 
with the other player. The computer or ffie other player 
will be called an opponent player. After the selection is 
executed by the player, an image or a picture illustrated 
in Fig. 10 is displayed on the LCD panel 12. As shown 
in Fig. 10, the image includes the displays of "bag\ 
"deck", and "dual" and a triangular cursor is placed at a 
leading portion of the bag. When the display of the bag 
is selected by the player, contents of the bag are suc- 
cessively displayed in a manner to be described later. 
On the other hand, when the display of the deck is 
selected by moving the triangular cursor and by pushing 
the control button by the player on the control panel, 
forty cards are extracted from the bag to form a card 
deck in a manner to be described later. In addition, the 
card game is practically started by selection of the dis- 
play of the dual. 

[0056] Herein, it is assumed that the bag is selected 
from the image illustrated in Fig. 10 and the image of 
Fig. 10 is changed to a bag content display image as 
illustrated in Fig. 11. The bag content display image is 
composed of first through seventieth pictures, as readily 
understood from the right uppermost indication (1/70). 
The first picture illustrated in Fig. 1 1 is for displaying first 
through fifth ones of the cards. In the illustrated exam- 
ple, the first through the fifth cards are not present in the 
bag of this player, which shows that the player does not 
own the first through the fifth cards. As the first through 
the fifth cards, the cards A00 to A04 illustrated in Fig. 4 
may be arranged and the card names are displayed 
together with the number of each card when each of the 
first through the fifth cards is possessed of the player. 
[0057] Next, the player can move to the second picture 
by scrolling the triangular cursor or by changing the pic- 
tures from one to another. As a result, the second pic- 
ture appears on the LCD panel 21 and displays cards 
corresponding to the sixth through the tenth cards, the 
names, and the number of the cards, if any. Thereafter, 
similar operation is repeated until the seventieth picture 
is displayed on the LCD panel 21 . By displaying the sev- 
entieth picture, the contents in the bag are displayed 
until 350-th one of the cards, together with the names 
and the numbers. Thus, the player can know of all the 
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cards held in the player's bag. 

[0058] Referring back to Fig. 10, the indication of 
"detail" is displayed on the lower part of the picture. 
When the incfication of the detail is selected by the 
player, the attributes and the ability points are displayed 
in detail about the corresponding card. When the indica- 
tion of "adding to deck** is selected, the card in question 
is moved from the bag to the deck. 
[0059] In Fig. 10. let the indication of the deck be 
selected by the player. In this event, the player can vol- 
untarily select forty cards from the bag to add the 
selected cards to the player's deck. Thus, the card deck 
of forty cards is formed by the player. In the above-men- 
tioned description, although the card deck is assumed 
to be voluntarily formed by each player, such a card 
deck may be automatically formed under control of the 
card game program. In the latter case, the card deck is 
formed regardless of the player's intention and, there- 
fore, the player can not recognize the contents of the 
player's deck. In this situation, the card game is started. 
[0060] Referring to Fig. 12. the cards on hand in the 
player's deck are displayed as a deck display image on 
the LCD panel 21. In Fig. 12, the deck display image is 
divided into first through eighth partial deck images as 
readily understood from the right uppermost indication 
of (1>8), and the first partial deck image is shown in Fig. 

[0061] As is apparent from Fig. 12, the card numbers 
and the corresponding names are displayed on each of 
the partial deck images. In the illustrated example the 
card deck is provided with the cards of the card num- 
bers 210, 161, 192, 192, and 144 which are named 
"sting", "magnets second", " elf", "elf", and "jinn" 
respectively. Thus, a plurality of the same cards, like in 
"elf in Fig. 12 may be included in the card deck. 
[0062] Further referring to Fig. 12, the indication of 
"detail" shown at a lower part is for displaying the 
attributes and the ability points in detail when it is 
selected by the player On the other hand, the indication 
of "release from deck" is for releasing the corresponding 
card from the card deck to turn it back to the bag. 
[0063] In a like manner, it is possible to successively 
switch the partial deck images and to display to the 
eighth partial deck image. Thus, the player can confirm 
the forty cards on hand kept in the card deck. Although 
description has thus far been made only about one of 
the players, it is needless to say that another player also 
prepares the card deck of forty cards in a similar man- 
ner. 

[0064] When both the players prepare the card decks 
in the above-mentioned manner, the player competes or 
fights with another player that may be, for example, the 
computer and the card game is started between both 
the players. In other words, both the players are put into 
a competition or fighting state. 
[0065] In the competition state, five cards are selected 
at random from the card deck of each player under con- 
trol of the computer and are arranged in specific zones 



10 



is 



20 



25 



30 



35 



40 



45 



50 



55 



displayed on the LCD panel 21 . In this event, each card 
arranged in the specific zones is placed inside out. The 
specific zones are determined at a lower and an upper 
side of a displayed image or screen that may be 
assigned to the player and another player, respectively 
and which are opposed on the displayed image with a 
center zone kept between the lower and the upper 
zones. The five cards arranged in each of the specific 
zones may be collectively called a hand or may be 
called hand cards. 

[0066] Referring to Fig. 13, the five hand cards are 
arranged face down in the specific zones. It is surmised 
in Fig. 13 that the lower and the upper ones of the spe- 
cific zones are allocated to the player having the porta- 
ble game machine and the opponent player which may 
be, for example, the computer, respectively. Iq Fig 13 a 
life point (LP) of the player is displayed on a lower side 
area and is now equal to 8000 while a life point (LP) of 
the opponent player is also displayed on an upper side 
area and is also equal to 8000. The player can see each 
card placed face down by selecting each card by a cur- 
sor of a rectangular shape and by facing it up. The 
feced-up card can be seen only by the player but can 
not be seen by the opponent player. 
[0067] In Fig. 1 3, the cursor of the rectangular shape 
(depicted by a broken line) surrounds the leftmost card 
in the lower specific zone and, as a result, the leftmost 
card is faced up at the center zone between the specific 
zones. In the illustrated example, the faced-up card is 
named "elf" card and has the attack ability point of 400 
and the defense ability point of 300, as shown in Fig 13 
Thus, the attack and the defense abilrty points are dis- 
played along an upper row and a lower row in a left side 
of the center zone which may be referred to as a name 
and ability display portioa In addition, it is also under- 
stood that the game environment is normal, as shown in 

tan 0 * 1 ™ PlaCGd ^ name 3nd abiBty diSplay por " 
[0068] The player in question can successively see 
each card one by one. by moving the cursor and by fac- 
ing it up. In consequence, the player can know of the 
hand cards and their ability points. 
[0069] Referring to Fig. 1 4, the player who takes up a 
position on the lower side of Fig. 14 selects, as a com- 
petition or fighting card, a rightmost one of the hand 
cards by moving the cursor and puts the competition 
card at an upper area which is located over the specific 
zone for the player and which may be called a competi- 
tion or fighting area. In this connection, an inside area 
between both the specific zones may be referred to as 
the fighting or competition area. 
[0070] As illustrated in Fig. 1 4, the card which is put in 
the fighting area is faced up and can be seen by the ' 
player. However, the opponent player can not see the 
card selected by the card because the card is not faced 
up on the LCD panel of the opponent player. 
[0071] In the example illustrated in Fig. 14, the card 
selected by the player is named "jinn" and has the 
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attack ability point of 700 and the defense ability point of 
900 in the normal environment or field. 
[0072] Thus, the player puts or summons the selected 
card into the fighting or playing field, in this state, either 
the player or the opponent player designates either the 
attack or the defense. When the attack is designated by 
the player, the selected card in the playing field 
becomes a rectangular shape long along a vertical 
direction, as shown by the card surrounded by a broken 
line in Fig. 15. On the other hand, when the defense is 
designated by the player, the selected card in the play- 
ing field is displayed in a rectangular shape long along a 
horizontal direction, as illustrated in Fig. 16. 
[0073] Herein, it often happens that a plurality of cards 
are left in the playing field. For example, when both the 
players continuously designate only the defense in con- 
junction with each card summoned into the playing field, 
the monster cards are increased in the playing field at 
every turn of each player. In addition, when either one of 
the players continuously get wins, the cards in the play- 
ing field of the one player are also increased. 
[0074] When the plurality of the cards are left in the 
playing field of either one of the players, it is possible to 
designate either the attack or the defense at every one 
of the cards. 

[0075] In the state illustrated in Fig. 15 or Fig. 16. the 
opponent player also summons the selected card into 
the playing field and the attack is designated by either 
one of the players. As a result, both the cards are put 
into a fighting or competition state and the fight or com- 
petition is started between the player and the opponent 
player in a manner illustrated in Rg. 17. This fight is exe- 
cuted in accordance with an algorithm which will be 
described later in detail. When the selected card is sum- 
moned into the playing field, a single card is supple- 
mented in the specific zone. 

[0076] Referring to Fig. 17, description will be made 
about the fighting state on the assumption that the 
player selects the card of "jinn" illustrated in Fig. 14 
while the opponent player selects the card of "elf" illus- 
trated in Fig. 15. In the illustrated example, the fight is 
held on the condition that both the player and the oppo- 
nent player select the attack. 

[0077] The card of "jinn" has the attack ability point of 
700 in the normal field or environment, as shown in Fig. 
14, while the card of "elf has the attack ability point of 
400 in the normal field, as shown in Rg. 13. Accordingly, 
the player who summons the card of "jinn" in the playing 
field or area wins the opponent player who summons 
the card of "elf " in the playing field. A difference between 
the attack ability points of "jinn" and "elf" is equal to 300 
points and is subtracted from the life point (LF) of the 
opponent player In consequence, the life point (LF) of 
the player in question is kept unchanged and is equal to 
8000 while the life point (LF) of the opponent player is 
reduced to 7700. 

[0078] After completion of the fight, an image similar 
to Fig. 15 is displayed again. However, it is to be noted 



that the card which won the fight is faced up and left in 
the playing field and that the card which lost the fight 
disappears from the image. When the opponent player 
puts a plurality of the cards in the playing field and the 
5 player selects the attack, the player which selects the 
attack designates either one of the cards to be attacked 
by the player. 

[0079] After the fight finishes one time, a single card 
is supplemented in each of the specific zones from the 

w decks of the player and the opponent player. Similar 
fights are repeated until the life point (LF) of either 
player is reduced, to zero and the card game is ended. 
Thereafter, a card is selected from the deck of a player 
who lost the card game and is moved or transferred to 

is the deck of another player that won the game. 

[0080] The above description has thus far been made 
about the fight in the normal field. However, the card 
game according to this invention prepares seven com- 
petition environments or fields and the attack ability 

20 point and the defense ability point of each monster card 
are changed at every competition field, as mentioned 
before. 

[0081] In addition, the card game prepares a combi- 
nation function such that superposition of two cards 

25 brings about another different card. Such a combination 
will be called merging because two cards are merged 
into another single card. On merging, two cards sum- 
moned in the playing field are superposed on each 
other and disappear from a screen and, instead, 

30 another different card appears on the screen. 

[0082] Furthermore, a trap card may be also prepared 
as one of the magic cards and serves to make the oppo- 
nent temporarily stop the attack/defense. 
[0083] Referring to Rgs. 18 to 20, a procedure of the 

35 card game according to this invention will be described 
more in detail hereinafter. As shown at a step S1 in Rg. 
18, forty cards are at first selected from the bag to form 
a card deck and are shuffled. From the card deck, five 
cards are selected or extracted and are arranged as 

40 hand cards in each of the specific zones, as shown in 
Fig. 13. This means that five hand cards are selected 
from the card deck of the forty cards at random and are 
arranged in each specific zone. In this state, the compe- 
tition field or environment is randomly determined by the 

45 card game program at this step S1. Thus, provision of 
the card game is finished. 

[0084] At a step S2, decision is made about first and 
second turns related to the player and the opponent 
player. From the first turn side, a single card is selected 

so in the specific zone and is puts in the playing field. At 
this step S2. the selection is made about either the 
attack or the defense and, thereafter, another card is 
supplemented from the card deck in the specific zone. 
[0085] At a step S3, the second turn side selects a sin- 

55 gle card from the five hand cards arranged in the spe- 
cific zone and puts the single card into the playing field. 
As a result, the card game proceeds to the fighting state 
to start the fight or competition between the first and the 
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second turn sides, as exemplified in Fig. 17. 
[0086] The fight is executed in accordance with the 
algorithm illustrated in Fig. 19. After completion of the 
fight, a sole card is supplemented from the card deck of 
the second turn side and is arranged as the hand cards 5 
in the specific zone. 

[0087] When the fight is finished, the life points (LP) 
between the first and the second turn sides are com- 
pared with each other to judge whether or not either one 
of the life points (LP) becomes equal to zero, as shown 10 
at a step S4. As long as either one of the life points (LP) 
is not reduced to zero, the step S3 is repeatedly exe- 
cuted. 

[0088] As shown in Fig. 19, the fight executed at the 
step S3 begins at a step Sa1 of checking whether or not is 
the selection of either the attack or the defense is made 
about all of the cards put in the playing field. 
[0089] When either the attack or the defense is desig- 
nated about ail of the cards summoned in the playing 
field, the fight is finished, as illustrated in Fig. 19. On the 20 
other hand, the step Sa1 is followed by a step Sa2 as 
long as no designated card is present about either the 
attack or the defense in the playing field. At the step 
Sa2, judgement is made about whether or not either 
one of the cards designates the attack on either the first 25 
turn side or the second turn side. When the attack is 
designated in connection with either one of the cards, 
processing is executed to determine a win or a loss (a 
victory or a defeat) and will be referred to as win/loss 
processing hereinafter. 30 
[0090] In Fig. 19. when the attack is not designated in 
connection with all of the cards arranged in the playing 
fields, the step Sa2 is succeeded by the step Sa1 . At the 
step Sal, when the designation of either the attack or 
the defense is made about all the cards, the fight is fin- 35 
ished, as mentioned before. 

[0091 ] Referring to Fig. 20, description will be directed 
to the win/loss processing which is mentioned in con- 
junction with Fig. 19 and which is executed under con- 
trol of the CPU core 26 (Fig. 3) in accordance with a 40 
card game program stored in the cassette 12. In the 
win/loss processing illustrated in Fig. 20, judgement is 
made at a step Sb1 about whether or not both the play- 
ers designate the attack on their cards put into the play- 
ing fields. In other words, it is judged at the step Sb1 45 
whether or not designation is made on both the first and 
the second turn sides about attack versus attack. In this 
event, such designation of attack versus attack defines 
an "attack vs attack" match. When the "attack vs attack" 
match is specified, the step Sb1 is followed by a step so 
Sb2 at which the attack ability points of the cards on the 
first and the second turn sides are compared with each 
other. At the step Sb2, the card which has a higher one 
of the attack ability points is judged to win while the card 
which has lower attack ability points is judged to lose, ss 
Furthermore, the lost card is discarded in a "graveyard". 
This means that the lost card disappears from the 
screen. The life points (LP) on the lost card side are 



decreased by the difference between the attack ability 
points of the cards used in the fight. Thereafter, the step 
Sb2 proceeds to the step Sal illustrated in Fig. 19. 
[0092] Herein, discarding the card in the graveyard 
means that the card can not be used again until the card 
game is ended. However, the card discarded in the 
graveyard is left in the bag and can be therefore used in 
a following card game. On the other hand, the card 
which is transferred or moved to the opponent player at 
the end of the card game is extinct from the bag and is 
not used in a next card game again. 
[0093] Referring back to Fig. 20. the step Sb1 pro- 
ceeds to a step Sb3 when judgement is made at the 
step Sb1 about no designation of the attack versus 
attack match. At the step Sb3. it is judged whether or 
not designation is made about an attack versus defense 
match on the first arid the second turn sides. Moreover, 
it is also judged whether or not the attack ability points 
are greater than the defense ability points when the 
attack versus defense match is designated. When the 
attack ability points are greater than the defense ability 
points, the attack side is judged to win and processing is 
moved to a step Sb4. 

[0094] At the step Sb4, the lost card, namely, the card 
on the defense side is discarded in the graveyard. When 
the defense side is lost, the life points (LP) of the 
defense side are not decreased and kept unchanged 
but the cards which can be used by the defense side are 
reduced in number. 

[0095] When it is judged at the step Sb3 that the 
attack versus defense match is designated and the 
defense side wins, the processing proceeds to a step 
Sb5. If the defense side wins and the attack side loses, 
the step Sb5 is followed by a step Sb6 at which the life 
point (LP) of the lost, namely, attack side is decreased 
by a difference between the defense ability points and 
the attack ability points. 

[0096] If it is judged at the step Sb5 that the attack ver- 
sus defense match is not selected, the step Sb5 is suc- 
ceeded by a step Sb7. At the step Sb7, it is detected 
that, although either one of the first and the second turn 
sides designates the attack, the other side puts no mon- 
ster card in the playing field. In this event, the life points 
(LP) of the other side is decreased by the attack ability 
points of the card summoned by the one side in the 
playing field. 

[0097] Thereafter, the processing is returned back to 
the step Sal illustrated in Fig. 19 to detect whether or 
not designation of the attack or the defense is made 
about all of the cards put in the playing field. When the 
fights are finished in connection with all the cards 
arranged in the playing field, the processing proceeds to 
the step S4 which is illustrated in Fig. 18 and which 
judges whether or not the life points (LP) of either one of 
the first and the second turn sides become zero. If the 
life points (LP) of either one of the first and the second 
turn sides are equal to zero, a single card is randomly 
selected from the cards held in the card deck of the 
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loser player by the winner player and is transferred from 
the loser player to the winner player. Such a card to be 
transferred from a loser to a winner may be initially 
determined and may be seen by both players. In this 
case, the card game is executed with the card bet to be 
transferred. 

[0098] In the above-mentioned example, the fights on 
the card game are executed only when the attack is 
designated or selected on either one of the first and the 
second turn sides. In other words, no fight is held when 
the defense is selected on both the first and the second 
turn sides. 

[0099] Herein, description will be made about a spe- 
cial operation and a special rule adopted in the card 
game according to this invention. 
[0100] As mentioned before, merging or combination 
can be carried out to obtain a new card by superposing 
two monster cards. In this case, the two monster cards 
must be located in the playing field. The merging is very 
effective when the same monster card was already put 
in the playing field or when a plurality of monster cards 
are left in the playing field. If such merging succeeds 
because a combination of cards is coincident with a pre- 
determined combination for merging, another new card 
different from the two cards is caused to occur on the 
screen. Usually, such a new card has ability points 
higher than those of the two cards before the merging. 
[0101] If the merging fails, the two cards are sent to 
the graveyard. 

[0102] Next, description will be made about process- 
ing the field cards. At the step S3 in Fig. 1 8, let the field 
card be summoned in the playing field in lieu of the 
monster cards. In this case, a previous environment of 
the playing field or area is changed to an environment 
specified by the field card put in the fighting area. In this 
connection, the attack and the defense ability points of 
each monster card are changed to those determined by 
the field card and the win/loss processing shown in Fig. 
19 is executed in accordance with the changed ability 
points. The changed environment lasts until another 
field card is put into the fighting area by either one of the 
players. 

[0103] This operation will be described with reference 
to Fig. 4. When a selected one of the field cards is 
located in the playing field, the attack ability points and 
the defense ability points determined by the selected 
field card are read out of the list illustrated in Fig. 4 and 
are used to play the card game. In other words, the 
fights are held on the basis of the attack and the 
defense ability points determined by the selected field 
card. 

[0104] On the other hand, let the magic card be 
located instead of the monster cards in the fighting area 
at the step S3 in Fig. 18. In this case, the magic card 
brings about a special effect peculiar to the magic card. 
In addition to the black hole card illustrated in Fig. 7, any 
other magic cards may be prepared that modify the abil- 
ity points of the monster cards and that directly influ- 



ence the life points (LF) of the player or the opponent 
player. 

[01 05] When the field card or the magic card is located 
in the playing field at the step S3 and the monster card 

5 or cards remain in the fighting area of each player, the 
win/loss processing illustrated in Fig. 1 9 is executed in 
connection with the monster cards left in the fighting 
area. Thereafter, operation is carried out in a manner 
similar to that illustrated in conjunction with the monster 

io cards. 

[0106] The above-mentioned description has been 
thus far made on the assumption that only a single card 
selected from the monster, the magic, and the field 
cards can be located in the fighting area one by one at 

is every turn of each player. However, a plurality of cards 
may be put in the fighting area during a single turn. The 
card game can be advanced by allowing a plurality of 
cards to be put in the fighting area. 
[0107] Referring to Fig. 21, description will be made 

20 about a card game according to another embodiment of 
this invention which uses a trap card in addition to the 
magic card. In Fig. 21, it is to be noted that trap card 
zones TP are determined at portions adjacent to the 
specific zones for arranging the hand cards and that the 

25 trap cards are located in the trap card zones TP by both 
the players. Each trap card brings about a predeter- 
mined effect only when an opponent locates a particular 
card matched with conditions determined for each trap 
card. 

30 [01 08] Herein, the trap cards will be exemplified here- 
inafter for a better understanding of this invention. One 
of the trap cards may have a function of rebounding or 
repelling an attack to reduce the life points of the player 
who makes the attack while another one of the trap 

35 cards may have a function of achieving a victory when 
an opponent makes an attack by the use of a card which 
has attack ability points greater than 2000. Alternatively, 
the other trap cards may be for making the opponents 
cards compete with each other and for achieving an 

40 effect when the card which is used for an attack has low 
attack ability points. 

[0109] Such trap cards are located in each trap card 
zone TP while the remaining cards are put in the fighting 
area depicted by F in Fig. 21. Although a player can 

45 know the effect of each trap card on putting the trap card 
in the trap card zone TP in the manner mentioned in 
conjunction with Fig. 14, an opponent player can not 
know the effect of each trap card. 
[0110] Therefore, each player must determine the 

so attack or the defense in consideration of the trap card 
when the trap card is placed in the trap card zone TP 
This serves to make the card game more interesting 
and thrilling. 

[01 1 1 ] In the illustrated example, the magic cards are 
55 also prepared and put into an effect when they are 
located in the specific zones depicted by SP in Fig. 21. 
Specifically, the magic cards are arranged as the hand 
cards and bring about the special effect when they are 
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selected in the specific zones SP. Like in the magic 
cards the field cards can change the environmental 
fields from one to another when they are arranged in the 
special zones SP. 

TOT 1 2] For a better understanding of this invention the 
magic cards may be. for example, recovery cards which 
serve to recover the life points (LP). Using such recov- 
ery cards is effective to enjoy the card game in the fol- 
lowing manner. It is assumed that one player locates in 
the trap card zone TP. a trap card which is effective to 
obstruct recovery of the life points (LP) in an opponent 
player even when the recovery card is selected by the 
opponent player. Under the circumstances, when the 
opponent player selects the recovery card the life 
points (LP) of the opponent player can not be recovered 
due to the arrangement of the trap card. To the contrary 
the life points (LP) of the opponent player can be 
reduced by the effect of the trap card. 
[0113] Now. description will be made about operation 
which is executed when a plurality of cards can be put in 
the fighting area during a single turn of each player 
101 14J Referring to Rg. 21 again, three cards are laid 
face down ,n lower and upper ones of the fighting areas 
ass'Sied to the player and the opponent player 
respectively. The three cards in the lower fighting area F 
are brighter than the three cards in the upper fighting 
area F. This shows that the player on the lower side 
selects each card of the lower fighting area to make it 
compete with the cards of the upper fighting area. To 
this end. the player designates either the attack or the 
defense in relation to each card arranged in the lower 
fighting area F Specifically, the leftmost card among the 
three cards in the lower fighting area is arranged side- 
ways or horizontally while the center card is placed ver- 
tically or lengthwise. From this fact it is readily 
understood that the leftmost and the center cards desig- 
nate the defense and the attack, respectively. The right- 
most card selected by a cursor drawn by a broken line is 
arranged sideways like the leftmost card and desig- 
nates the defense. 

[0115] | n the illustrated situation, no decision has 
been yet made about an opponent card against the 
center card which designates the attack in the lower 
fighting area. This is clear from the fact that the three 
cards ,n the upper fighting area F are darkened in Fig 
21. a " 

[0116] Thus, either the attack or the defense is 
decided on an image as illustrated in Fig. 21. The card 
about which decision of either the attack or the defense 
was already made becomes bright on the image or 
screen and. otherwise, the card becomes dark like the 
cards of the opponent player. 

[0117] At any rate, it is noted that the above-men- 
tioned operation is executed under control of the CPU 
core 26 (Fig. 3) in accordance with a card game pro- 
gram stored in the cassette 12 (Fig. 3) and transferred 
to the RAM 28. 

[01 1 8] With this structure, each turn of the player lasts 
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until either the attack or the defense is designated about 
all of the cards arranged in the fighting area. In other 
words, each turn lasts as long as the dark card is left in 
the fighting area. 

[01 19] On the illustrated screen, the cursor selects the 
rightmost card in the lower fighting area. On the center 
area of the screen, the name of the rightmost card is 
displayed together with an image of the monster drawn 
on the card. In the illustrated example, the rightmost 
card is a monster card named "megillas light" and has 
the attack ability points of 900 and the defense ability 
points of 700 in a fighting stadium which is similar to the 
normal field mentioned in connection with the first 
embodiment. 

[0120] The cursor can be freely moved on the screen 
by the player. This means that the cursor is movable on 
each of the cards arranged in the upper ftghtinsrarea to 
select the opponent's card against each player's card In 
addition, the player in question has the life points (LF) of 
8000 while the opponent player has the life points (LF) 
Of 7500. 

[0121] Referring to Fig. 22, description is directed to 
turn processing executed by each of the player and the 
opponent player in the card game illustrated in Fig 21 

I ' S J° ^L?f tSd th3t SUCh P ro «*ssing is carried out 
by the CPU core 26 (Fig. 3) in accordance with a card 
game program as shown in Rg. 22. In addition, the card 
game program allows a plurality of cards to be put in the 
playing field during each turn of the players 

♦? 122 J J? ^ * iS iud9ed at a Sc1 Aether or not 
the attack or the defense is designated about ail of the 
cards arranged in the fighting area. When the attack or 
the defense is designated in relation to all the cards 
arranged in the fighting area, the step Sc1 proceeds to 
a step Sc2 at which cards are extracted from the card 
deck to be supplemented in the specific zone SP and 
the trap card zone TP until the hand cards in the specific 
and the trap card zones SP and TP become equal to 
five in number. ^ 

[0123] On the other hand, when the designation of the 
attack or the defense is not completely finished about all 
the cards arranged in the fighting area F, the step Sc1 is 
W owed by a step Sc3. At the step Sc3. the card or 
cards might be put from the specific zone SP to the 
fighting area F and/or the trap card zone TP. Instead of 
putting the hand cards and/or the trap card in the fight- 
ing area F and/or the trap card zone TP. the attack or the 
defuse might be designated in relation to the cards put 

'"J??! 9 3 area " When tne attack is designated 
about the card or cards put in the fighting area F 
win/loss processing is carried out in a manner to be 
described later. 

[0124] After completion of the step Sc3. the process- 

~i- r8tU T/ tJ ^ t0 ,he St6p Sc1 t0 re P eat simi| a' 
operation. More specifically, the player puts a certain 

card (called an X-card) in the playing field F and there- 
after can continuously put another card (called a Y-card) 
m the playing field F without designating the attack or 
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the defense about the X-card. After the Y-card is put in 
the fighting area F, the player can designate the attack 
or the defense of the X-card. When the attack is desig- 
nated as regards the X-card, the win/loss processing is 
executed in connection with the X-card. With reference 5 
to a result of the win/loss processing in relation to the X- 
card, the player determines whether either the attack or 
the defense is to be designated about the Y-card. Thus, 
it often happens that, during the turn, designation is 
made about one of the cards while no designation is -iq 
made about the remaining cards. In this state, no desig- j 
nation cards are darkly displayed on the screen while 
the designated cards are lightly displayed. 
[01 25] In the embodiment mentioned above, the plu- 
rality of the cards can be put in the fighting area F during is 
each turn. Each turn lasts until the designation of the 
attack or the defense is finished about all of the cards 
summoned in the fighting area F. In other words, as long 3 
as no designation cards are left in the fighting area F, 
the player's turn is continued and is not finished. 20 
Accordingly, the win/loss processing can be executed 
during each turn and the designation of the remaining 
cards may be made with reference to the result of the 
win/loss processing. Thus, it may be said that the card 
game according to this embodiment requires a high 25 
strategy or tactics. 

[0126] The above-mentioned win/loss processing is 
similar to that illustrated in Fig. 20. However, the 
win/loss processing may be modified in the following 4. 
manner. For example, when the card which designates 30 
the defense wins at the step Sb5, the step Sb6 may be 
changed such that not only the loser's life points are 
reduced but also the defeated or lost card may be dis- 
carded in the graveyard and may disappear from the 
screen. 35 5. 

[0127] While this invention has thus far been 
described in conjunction with a few embodiments 
thereof, it will readily be possible for those skilled in the 
art to put this invention into practice in various other 
manners. For example, this invention is applicable not 40 
only to the portable game machine but also to a game 
machine for business. Thus, the card game according to 
this invention has a simple rule and can enjoy wide vari- 
ety of customers from an amateur to a mania. 

45 

Claims a 



1 - A computer-readable storage medium for storing a 
program which is readable by the use of a computer 
to execute a card game composed of a plurality of so 
cards, the cards having ability points different from 
one another, the computer-readable storage 
medium comprising: 



points varied in dependency upon the competi- 
tion environments determined by the field 
cards; 

the program comprising the steps of: 
determining each competition environment on 
the basis of the field cards; and 
executing the card game with reference to the 
ability points of each card under each competi- 
tion environment determined by the field cards. 

A computer-readable storage medium as claimed 
in claim i, wherein the cards are selectively used 
as an attack side and a defense side and the cards 
have, as the ability points, attack ability points and 
defense ability points used as the attack and the 
defense sides, respectively. 

A computer-readable storage medium as claimed 
in claim 2, wherein: 

the program comprises the steps of: 
distinguishing between the attack side and the 
defense side of each card; and 
reading either the attack ability points or the 
defense ability points out of the list in accord- 
ance with a result of distinguishing between the 
attack and the defense sides. 

A computer-readable storage medium as claimed 
in claim 2 or 3, wherein the attack ability points and 
the defense ability points of each card are changed 
in accordance with the competition environments 
determined by the field cards. 

A computer-readable storage medium as claimed 
in claim 4, wherein the programs comprises the 
steps of: 

selecting one of the competition environments 
with reference to the field card; and 
accessing the list on the basis of the selected 
one of the competition environments to deter- 
mine either the attack ability points or the 
defense ability points of each card. 

. A computer-readable storage medium as claimed 
in any of claims 1 to 5, wherein the program com- 
prises the steps of: 

detecting a specific combination of the cards; 
and 

generating a new card which is different from 
the cards used in the specific combination. 



a card storing portion which stores a plurality of ss 7. A computer-readable storage medium as claimed 

field cards each of which defines a competition in any of claims 1 to 6, comprising a special effect 

environment different from one another; and card which brings about a special effect, 
a list which stores the cards having ability 
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8- A computer-readable storage medium as claimed 
in claim 7, wherein the program comprises the 
steps of: 

detecting appearance of the special effect s 
card; and 

causing the special effect to occur on appear- 
ance of the special effect card. 

9. A computer-readable storage medium as claimed 10 
in claim 7 or 8, wherein the special effect is to tem- 
porarily prohibit attack/ or defense from an oppo- 
nent 

10. A computer-readable storage medium as claimed is 
in any of claims 2 to 9. wherein the program com- 
prises the steps of: 

designating the attack side or the defense side 
about each card; and 20 
displaying each card, with the attack side and 
the defense side distinguished from each other. 

11. A computer-readable storage medium as claimed 

in any of claims 3 to 10. wherein the program fur- 25 
ther comprises the steps of: 

detecting the attack side; and 

determining an attacked card of an opponent 

on the attack side. 30 

12. A computer-readable storage medium as claimed 
in any of claims 3 to 1 1 , wherein the program fur- 
ther comprises the step of: 

35 

carrying out win/loss processing on the basis of 
combinations of the attack/ defense designated 
at every one of the cards. 

13. A storage device for use in a card game played 40 
between players by putting, in a predetermined 
area, cards which have individually ability points, 
comprising: 

a storage area which stores the ability points 45 
varied in dependency upon competition envi- 
ronments. 

14. A storage device as claimed in claim 13, wherein 

the ability points are stored as attack ability points so 
and defense ability points dependent on the com- 
petition environments. 

15. A storage device as claimed in claim 14. wherein 

the attack ability points and the defense ability 55 
points of each card are varied from one another. 

16. A storage device as claimed in any of claims 13 to 



15, further comprising: 

a program storage area which stores a pro- 
gram for executing the card game with refer- 
ence to the ability points. 

17. A game system operable to play a card game 
between players by putting cards which have pre- 
determined ability points, comprising: 

storage means for storing the ability points of 
the cards which are varied under competition 
environments previously prepared and different 
from one another; 

program processing means for processing a 
program to execute the card game under a 
selected one of the competition environments 
with reference to the ability points of the cards 
determined in the selected competition envi- 
ronment; 

a display unit for displaying results of executing 
the program in the form of an image; and 
input means for inputting command and data 
for the card game on the basis of the image dis- 
played on the display unit. 

18. A game system operable to play a card game 
between players by putting cards which have pre- 
determined ability points, comprising: 

storage means for storing the ability points of 
the cards which are varied under competition 
environments previously prepared and different 
from one another; 

executing means for executing the card game 
under a selected one of the competition envi- 
ronments with reference to the ability points of 
the cards determined in the selected competi- 
tion environment; 

a display unit lor displaying results of executing 
the program in the form of an image; and 
input means for inputting command and data 
for the card game on the basis of the image dis- 
played on the display unit. 

19. A game system as claimed in claim 17 or 18, 
wherein the cards are selectively used as an attack 
side and a defense side and the cards have, as the 
ability points, attack ability points and defense abil- 
ity points used as the attack and the defense sides, 
respectively. 

20. A game system as claimed in claim 18 or 19, 
wherein the executing means executes the card 
game with reference to the attack ability points and 
the defense ability points of each card which are 
varied in dependency upon the competition envi- 
ronments. 
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21. A game system as claimed in any of claims 17 to 

20. wherein the card game further includes a plural- 
ity of field cards which determine the competition 
environments, respectively. 

22. A game system as claimed in any of claims 18 to 

21 , wherein the executing means processes a spe- 
cific combination of the cards into a new card differ- 
ent from the cards of the specific combination. 

23. A game system operable to play a card game 
between players by putting, in a playing field, cards 
which have predetermined ability points, the card 
game allowing a plurality of the cards to be sum- 
moned in the playing field at each turn of the play- 
ers, the game system comprising: 

storage means for storing the ability points of 
the cards which are varied under competition 
environments previously prepared and different 20 
from one another; 

executing means for executing the card game 
under a selected one of the competition envi- 
ronments with reference to the ability points of 
the cards determined in the selected competi- 25 
tion environment; 

a display unit for displaying results of executing 
the program in the form of an image; and 
input means for inputting command and data 
for the card game on the basis of the image dis- 30 
played on the display unit. 

24. A game system as claimed in claim 23, wherein the 
cards are selectively used as an attack side and a 
defense side and the cards have, as the ability 35 
points, attack ability points and defense ability 
points used as the attack and the; defense sides, 
respectively. 

25. A game system as claimed in claim 24, wherein the 40 
executing means executes the card game with ref- 
erence to the attack ability points and the defense 
ability points of each card which are varied in 
dependency upon the competition environments. 



26. 



A game system as claimed in any of claims 23 to 
26, wherein the card game further includes a plural- 
ity of field cards which determine the competition 
environments, respectively. 



27. A game system as claimed in any of claims 23 to 

26, wherein the executing means processes a spe- 
cific combination of the cards into a new card differ- 
ent from the cards of the specific combination. 

28. A game system as claimed in any of claims 23 to 

27, wherein the card game includes a special effect 
card which brings about a special effect. 



29. A game system as claimed in claim 28, wherein the 
executing means detects appearance of the special 
effect card and causes the special effect to occur on 
appearance of the special effect card. 

5 

30. A game system as claimed in claim 29, wherein the 
special effect is to temporarily prohibit attack/ or 
defense from an opponent one of the players. 

10 31. A game system as claimed in any of claims 28 to 
30, wherein the display unit has a special zone for 
locating the special effect card in addition to the 
playing field. 

is 32. A computer-readable storage medium for storing a 
program which is readable by the use of a computer 
to execute a card game composed 3f a plurality of 
cards, the cards having ability points different from 
one another, the program comprising the steps of: 



allowing a plurality of the cards to be put in the 
playing field at every turn of each player. 

33. An image display device operable to play a card 
game between players by putting, in a playing field, 
cards which have predetermined ability points, 
respectively, the card game allowing a plurality of 
the cards to be summoned in the playing field at 
each turn of the players, the image display device 
comprising: 

storage means for storing the ability points of 
the cards which are varied under competition 
environments previously prepared and different 
from one another; 

executing means for executing the card game 
under a selected one of the competition envi- 
ronments with reference to the ability points of 
the cards determined in the selected competi- 
tion environment; 

a display unit for displaying results of executing 
the program in the form of an image; and 
input means for inputting command and data 
for the card game on the basis of the image dis- 
played on the display unit; 
the display unit displaying a special card zone 
for locating a special card which brings about a 
predetermined effect 

An image display device as claimed in claim 33, 
wherein the the executing means detects the spe- 
cial card and carries out processing to cause the 
predetermined effect to occur in the playing field. 

An image display device as claimed in claim 33 or 
34, wherein the predetermined effect is to tempo- 
rarily prohibit attack/defense of an opponent one of 
the players. 
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36- A computer program comprising program code 
means for performing any or a combination of the 
steps of any of the foregoing claims when said pro- 
gram is run on one or several computers. 
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FORMING CARD DECK OF FORTY CARDS SHUFFLING THE 
CARDS, SELECTING FIVE CARDS. AND ARRANGING THEM IN 
SPECIFIC ZONE 

DETERMINING COMPETITION ENVIRONMENT OF PLAYING 
FIELD AT RANDOM 



S1 



DETERMINING FIRST AND SECOND TURNSIDES AND 
PUTTING A CARD IN PLAYING FIELD FROM FIRST TURNSIDE 
DESIGNATING "ATTACK" OR "DEFENSE" AND 
SUPPLEMENTING A CARD FROM CARD DECK 



S2 



PUTTING CARD FROM SECOND TURNSIDE IN PLAYING 
FIELD AND ENTERING FIGHTING STATE 
SUPPLEMENTING A CARD FROM CARD DECK ON SECOND 
TURNSIDE 
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